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Abstract 
The purpose of this research is to examine the effectiveness of story with ten pictures 
game to develop Grade O students ability in telling story. This research was conducted to 
Grade O students of Kampoeng English Poernama in Academic Year of 2017 by 
administering a speaking performance test before and after the treatment. It was a pre-
experimental design. The population of this research was all students of Kampoeng 
English Poernama in Academic Year of 2017, and the sample was taken from Grade O 
which consisted of 12 students. The data were analyzed by using t-test and effect size 
formula. The findings showed that the ten pictures game is significantly effective to 
develop students’ ability in telling story. Therefore, the alternative hypothesis which 
stated “Story with ten pictures game is effective to develop grade O students’ ability in 
telling story” is accepted.   
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INTRODUCTION 
Story telling is one of the oldest art forms 
of speaking. It is the art of using language, 
vocalization, and/or physical movement and 
gesture to reveal the elements and images of a 
story to a specific audience. It stimulates the 
imagination and builds a sense of relationship 
between tellers and listeners. Story telling is 
the interactive art of using words, vocalization 
and action to reveal the elements and images 
of a story to a specific audience. “Story” is a 
narrative account of a real/imagined events, 
while “telling” is a live oral and physical 
presentation of a story to audience. It involves 
direct contact between the teller and the 
listener. In language learning, storytelling can 
be used to develop students’ language skills. 
Through a telling story students learn how to 
use complex language they can improve their 
confidence in speaking (Taylor, 2000). 
Further, Wright (2007) claims that using 
stories in the classroom may increase 
motivation, bring meaning, improve fluency, 
build language awareness, develop  
communication and function as stimulus for 
speaking and writing.  
  Kampoeng English Poernama as a place 
to learn English has seen story telling as an 
appropriate tool to improve students’ ability to 
use the target language. In order to develop 
students’ of Grade O ability in telling a story, 
Kampoeng English Poernama has set the 
learning objectives on its curriculum to be 
implemented in teaching learning process. 
Students are intended to develop their ability 
in using the target language well. Without a 
good teaching media learning will not be 
stimulated and meaningful. Therefore, the 
researcher came to a suitable technique or 
media to develop students’ ability in telling 
story, researcher introduced the Story With 
Ten Pictures Game to Grade O students of 
Kampoeng English Poernama. 
The researcher thought that implementing 
this game in this class would be an effective 
way to get students’ attention on teaching 
learning process or put their focus rather on 
the improvement of their ability in telling story 
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in English.The teacher needs to be creative in 
finding the appropriate technique.  
Pictures are often neglected or often used 
in a very predictable way in the classroom, 
usually as a starting point for a narrative 
speaking and ultimately writing activity. But 
they can also be of key importance in 
communicative and interactive classroom. 
Sipe (2008.) states, One of the benefits of 
using pictures to teach in classroom is as well 
as enjoying pictures, they also form key 
resource for assessing the different learning 
style that each student has. Using pictures 
really appeals to visual learners who may 
suffer in a speaking and listening based 
classroom. They also offer an opportunity for 
movement and multi- dimensional perspective 
which will reach our kinesthetic learners”. 
Pictures has its important roles in 
teaching speaking.  Wright (2010, p. 17) 
states, “Pictures specifically contribute to: 
interest and motivation; a sense of the context 
of the language; a specific reference point and 
stimulus; He further says, “Pictures contribute 
to the context in which the language is being 
used. They bring the world into the classroom 
(a street scene or a particular object, for 
example, a train), it can also stimulate and 
provide information to be referred to in 
conversation, discussion and storytelling 
Each picture will tell different event, 
characters and situation which indirectly guide 
the students to build a simple story, students 
are allow to work in group or pairs while 
SWTP Game also uses pictures in which later 
the students will arrange their own story based 
on ten different pictures given by the teacher. 
Students are allowed to work either in groups 
or pairs. Both techniques are using pictures as 
their media to catch students’ attention in 
learning the language.  
Zainatuddar (2015,p.443) reported that  
using pictures is effective to develop students’ 
speaking ability. He compared the students 
who are taught by using Picture and those who 
were taught by Drill Technique (DT). The 
subject of research were  30  students  in each  
group  of  the  second-year  at  SMKN  1  
Lhokseumawe. The result showed  PST  used  
in  teaching  speaking  affected  the  students’  
speaking  score. The students’ speaking ability 
in both groups were significantly different as 
indicated by the t-test. This showed that the 
students who were taught speaking skills by 
using PST got better results in speaking than 
those who were taught speaking by using DT. 
Besides, the students were seen to be more 
active and creative in expressing their ideas, 
and more confident in speaking.  
Brown (2001, p. 275-276) introduces 
principles to initiate oral communication and 
to encourage the students to develop  speaking 
strategies. Teacher’s Professionalism is based 
much more on knowledge than on being some 
woolly notion of being nice. Having sympathy 
and empathy from for pupils is important, but 
it must be a means to insight. In addition, a 
teacher needs to make sure that the students 
are fully involved in the activity, then the 
teacher gives feedback to what have just done 
by the students.  
Apart from giving them grades, ensuring 
appropriate verbal feedback on students’ 
progress is an effective way to elicit their 
impetus to further cognitive activity 
Sinagatullin (2009: p.153). Jonathan (2009, p. 
19) mentions 5 principles of teaching. They 
are “Meaning” (focus on meaningful and 
relevant language), “Interest” (maintain 
interest through a variety of activities), “New 
Language” (avoid overloading learners with 
too much new language), “Understanding” 
(provide plenty of comprehensible input,” 
stress-free” (create a friendly, safe, 
cooperative classroom environment).  
   Therefore, it was interesting to conduct 
a research on applying this technique to teach 
story telling. The researcher hopes this 
technique can be used by English teacher in 
teaching story telling. From explanations 
above, the researcher conducted a research 
entitled “The Effectiveness of Story with Ten 
Pictures Game to Develop Grade O students’ 
ability in Telling Story (A Pre-Experimental 
Research to Grade O students of Kampoeng 
English Poernama in Academic Year 2017)”. 
The Story with Ten Pictures Game is included 
in Games for Language Learning book by 
Wright (2010, p.17).  
3 
 
This is a visual, creative and cooperative 
learning technique for the students since it is 
enjoyable, challenging and engaging students 
in teaching learning process. (Gunther & 
Gordon, 2012) States that “game context 
makes foreign language immediately useful to 
children. It brings the target language to life, 
game makes the reasons for speaking plausible 
even to the reluctant children”. 
 The present research is a pre-
experimental study to Grade O students of 
Kampoeng English Poernama. It aims to 
measure the effectiveness of using Story with 
Ten Picture Technique to develop students’ 
ability in telling story, by using story telling 
performance as the instrument of research. The 
type of pre-experimental is one-group pretest –
posttest design. The researcher will hold the 
pre-test and post-test, and examine the 
difference between scores before and after the 
treatment. The data was analyzed to measure 
the effectiveness of the treatment.  
RESEARCH METHODOLOGY 
Design of Research 
  This research was a pre-experimental 
design. With one-group pretest-posttest 
design. Cohen, Manion, & Morrison (2005, p. 
212-213) state that the one-group pretest-
posttest design can be represented as O1, X, 
and O2.. O1 is pre-test; it was administered  
  
 
  O1 is pre-test; administered before the 
treatment given, x is the treatment given and 
O2 is post-test, administered to know students’ 
score after the treatment given. 
 
Subject of Research 
The total number of the research 
participants or objects that are included in the 
study, and a sample is the smaller unit or 
group of the population Bordens (2008:, p. 
163). The population of this research was  the 
students of Kampoeng Engglish Poenama in 
Academic Year of 2017. The Grade are 
categorized into 4 learning groups, Grade A, 
Grade P, Grade R, and Grade O. Kampoeng 
English Poernama is one of the non-
governmental foundation located at Jalan 
Purnama, Purnama Agung 7 Blok Y, 
No.37, Kalimantan Barat province, 
Indonesia in which KEP holds the 
commitment to create English speaking 
community of Pontianak in order to 
improve international understandings, 
started from home. The students who 
study at KEP are from elementary students 
to university students level. 
 
Techniques of Data Collection 
In this research, researcher used 
measurement technique in order to collect the 
research data. The tool was a story telling 
performance, which was used for pre-test and 
post-test. To have the test content valid, the 
test was constructed based on the items of 
specification  which includes (1) 
pronunciation, (2) grammar, (3) fluency and 
(3) comprehension.   
     
        In order to answer the first research 
question, the researcher used t-test formula 
adapted from Ary, Jacobs, Sorencen & 
Razavieh (2010, p. 177) as follows: 
𝑡 =  
𝑀𝐷
√Ʃ𝑑
2− 
(Ʃ𝑑)2
𝑁
𝑁 (𝑁−1)
   ............................................(1) 
Legends: 
𝑡  : Analysis of students’ significant 
     score (t-test) 
𝑀𝐷  :  The students’ difference mean score 
     of pre-test and post- test 
Ʃ𝑑    : The sum of difference between 
     students’ score of pre-test and post-
     test 
𝑁 :  The number of students being  
   observed 
To calculate MD, the following formula is 
used: 
𝑀𝐷 =  𝑀2 −  𝑀1         …………………..…...(2) 
𝑀 of 𝑀1 and 𝑀2 is the mean score of pre-
test and post-test. The formula to compute M 
is taken from Blerkom (2009, p. 245): 
𝑀1 = 
∑ 𝑥1
𝑁
 ...………………………...……(3) 
Pre-Test              Treatment                Post-Test 
O1                                        x                           O2 
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𝑀2 = 
∑ 𝑥2
𝑁
 ……………………………......(4) 
 Legends: 
𝑀1  : Students’ mean score of pre-test 
          𝑀2  : Students’ mean score of post-test 
          ∑ 𝑥1 : Students’ sum score of pre-test 
          ∑ 𝑥2    : Students’ sum score of post-test 
          𝑁 : The number of students being  
 observed 
   
  The result of t-test was used to compute 
Effect Size. In order to know the effectiveness 
of the treatment and to answer the second 
research question, the researcher administrated 
the formula as follows:  
𝐸𝑆 = 𝑡√
1
𝑁
 ...........................................(5) 
Legends:  
𝐸𝑆 : Effect Size 
𝑡       : The result of t-test 
𝑁      : Number of students 
The result of effect size was categorized into 
table 3:
 
 
   Table 3. The Criteria of Effect Size 
Effect Size Qualification 
0-0.20 Weak effect 
0.21-0.50 Modest effect 
0.51-1.00 Moderate effect 
> 1.00 Strong effect 
              Cohen, Manion & Morrison (2007, p.  521) 
 
 
 
RESEARCH FINDING AND  
DISCUSSION 
Finding 
 To answer the first and second research 
questions, the researcher analyzed the data by 
using t-test and effect size formula. The result 
of t-test that is 15. The t-table with N – 1 = (12 
– 1) at the level of 0.05 was 1.133. The t-value 
was bigger than t-table 1.125. Thus, using 
clustering technique to increase the students’ 
ability in telling a story is significanlty 
effective to teach a story telling. The effect 
size was 1.15, it can be concluded that the use 
of Story with ten pictures technique is 
effective to teach a story telling. It was 
categorized as strong for 1.15 > 1.00 (Cohen, 
Manion & Morrison, 2007, p. 521).  
As a conclusion, the Null Hypothesis 
(Ho) stating “story with ten pictures game is 
not significantly effective to develop grade O 
students ability in telling story in Academic 
Year of 2017” was rejected and the Alternative 
Hypothesis (Ha) stated story with ten pictures 
game is significantly effective to develop 
grade O students ability in telling story in 
Academic Year of 2017” was accepted. 
 
Discussion 
This research found out that the 
researcher applied story with ten pictures 
game has strong effect in increasing students’ 
achievement in telling a story. The effect size 
was 1.15, categorized as strong effect (Cohen, 
Manion & Morrison, 2007, p. 521). The Story 
with ten pictures game could help the students 
to be able to organize the idea before starting 
to perform their story.  
The technique helped the students in 
inventing a story, and performing it. Brunner 
cited in (Vanthier, 2009, p. p.48) claim that 
game presents both repetitive and innovative 
structure, It is through playing game children 
have accesses to the language use. In 
implementing this research, the researcher 
acted as a teacher. The researcher gave pre-
test, post-test and treatment to the students. 
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The researcher conducted two treatments that 
focused on applying the game. In the 
treatment, the researcher explained about the 
learning material that was telling a story in 
past forms. The researcher used 10 random 
pictures which consists of general people, 
things, and place. Furthermore, the students 
learned on how to arrange and invent a story in 
what order appeal to them. Telling story was 
challenging to the students. Through some 
sequence of calculations, it is discovered that 
the strength of effectiveness Story with Ten 
Pictures game to improve students’ of Grade-
O ability in telling story in Kampoeng English 
Poernama  2017/2018. The effect size value of 
1.15 or >1 (higher than one) identifies that 
contextual analysis technique has strong effect 
on the students’ improvement. The research 
finding proves the idea of the expert Brunner 
cited in (Vanthier, 2009, p. p.48) that game 
presents both repetitive and innovative 
structure, It is through playing game children 
have accesses to the language use. In order to 
get the better result games and play should 
instead be used (Weiss, 2002).  
When contextual the game was not yet 
implemented to the classroom at the first time, 
students were not ready to perform and tell 
their own story. Telling their story seemed 
hard for them as they failed to achieve “good” 
or “very good” scores in the assignments. Next 
on, the game was implemented by the 
researcher, they seemed to like the teaching 
learning process, later the game was 
implemeneted on the next  meeting, the game  
helped the students a lot since it is  not only 
cover the fluency in using the language, but 
also grammar, pronunciation and 
comprehension yet it is challenging to be 
played.  
However, in the first treatment students 
seemed to be confused to think about what 
story would be delivered by them in front of 
the class. Some of the students seemed bored 
and sleepy during the learning process. They 
put less attention to the material given by the 
teacher. This situation happened because the 
students did not master related tenses to the 
topic and they had limited vocabulary. To 
overcome the problem the researcher applied 
the Story with ten pictures game to get their 
attention and focus. Researcher further 
explained and gave the direction on how to 
play the game. The next activity students were 
given the chance to invent their own story by 
administrating the game, during the inventing 
process the researcher guided them in 
arranging the pictures, writing the sentence 
related to the story, students had put their 
focus on the positive learning atmosphere by 
doing the task given and worked in pairs 
cooperatively.  
On the second treatment students were 
cooperatively involved in the learning, the 
researcher gave each pairs ten random pictures 
consisted of people, things, animals, nature, 
and buildings. He gave them the same 
direction to arrange the pictures which then 
they need to create their own story. Some 
students were confused and asked the 
researcher for further explanation. After 
further explanation delivered, the students 
continued in making their story. In the second 
treatment students were given 25 minutes to 
discuss and prepare themselves before the 
presentation held. Each pairs had 7 minutes to 
present their work in front of the class. All the 
work done were patched on the class bulletin 
to appreciate their works.  
After finishing the treatment in 2 
meetings, the students showed robust 
enthusiasm in using the language and telling 
their story. They performed and achieved 
better scores in the post-test. In this research, 
the material which was ten random pictures 
consist of human, things (car, house,), and 
places chosen and prepared by the teacher with 
the expectation that the students may recall 
their prior knowledge towards the topic given. 
During the first meeting of the treatment, it 
was found that the class situation alive. 
Students seemed too excited to play the game 
but forgot that they need to be able to use the 
simple past and past continuous tenses in 
telling the story arranged by them. 
Story with ten pictures game could be 
very overwhelmed for the teacher if the 
teacher did less preparation and had not 
enough skill in class management. Teachers 
not only expected to set an enjoyable class 
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atmosphere but also they need to have well 
focus and preparation as the basic for the 
teacher to be successful in implementing the 
game. Teacher should be aware to build 
students’ interest in media used and to develop 
background for understanding the rules and 
the story to be told.  
In drafting, the students produced their 
first version of story based on their knowledge 
about the pictures given. Then, in editing the 
students read what they have written, making 
changes if necessary and fixing their story 
line. Afterwards, the students started to 
produce the final version of their story.  
Regarding to the discussion above, it can 
be concluded that the use of story with ten 
pictures game is effective to Grade O students’ 
O Kampoeng English Pernama. From the 
computation of effect of the treatments, the 
writer obtained 1.15 which was qualified as 
strong effect. The writer conclude that story 
with ten pictures game to develop grade O 
students’ ability in telling story was very 
significant. 
CONCLUSION AND SUGGESTION 
Conclusion 
Refering to the result of research findings 
and the analysis of students’ Pre-test and the 
Post-test, the researcher has concluded  some 
detail information as follows: (1) Story with 
ten pictures game is one of the various 
techniques which is effective to be used in 
teaching storytelling , (2) The use of story with 
ten pictures game  technique showed that there 
were improvement of students’  ability in 
telling the story invented by themselves. The 
detail result can be seen from the difference of 
mean score of pre-test and post-test. The mean 
score of post-test (71) was higher than the 
mean score of pre-test (56).  
Furthermore , teaching story telling by 
administrating story with ten pictures game 
increased the ability of the students’ in 
inventing, performing and producing their 
work. It can be seen from the t-test (1.133) 
which was higher than t-table (1.125). (3) The 
effect size of the treatment was categorized as 
strong effect, which was (2.88) higher than 
(1.00). It strongly showed that by 
administrating  story with ten pictures game 
technique is significantly effective to teach 
story telling. (3) The use of story with ten 
pictures game could guide and help the 
students to think, create, perform and produce 
the work yet  the students could deliver the 
story related their own funny, happy or even 
sad  experience in the past. 
 
Suggestion  
 The research was done to help the 
teacher out there in finding the effective way 
of having   the students able to tell the story 
that has been invented by themselves 
confidently. According to the result of data 
analysis and the conclusions of the research 
done in Kampoeng English Poernama 
Pontianak, the researcher would like to 
provide some suggestions for any party who 
would like to take advantages from reading 
this research finding. The party who would 
like to apply his technique   should consider to 
take the following suggestions as follows: (1) 
Simple past and Past continuous tense will 
always be used in storytelling.  Order to get 
them understand the form and use teacher is 
recommended to explain deeper information 
use of past simple and past continues on the 
use of related tenses. (2) Some authentic 
example on the use of the tenses should be 
given to the students before. Letting them 
occupied to write some sentences in past form 
would be a better choice before the game 
applied, it could help the students to sharpen 
their knowledge about the use of tenses related 
to telling story. (3) In administrating the game, 
the teacher should be able to set the enjoyable 
class atmosphere by telling some funny jokes,   
manage the class activity as well as keeping 
the student’s focus in teaching learning 
process. (4) Most of the students have less 
understanding on the structure of the story, 
and the proper step in delivering it, playing a 
video related to storytelling might help teacher 
to get students’ attention on how to deliver 
telling story performance based on structure 
used.  (5) In implementing story with ten 
pictures technique, the teacher should pay 
attention on the available time for the students. 
It may help them to have enough time in 
preparing their work. (6) The teachers are 
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suggested to manage the time effectively by 
paying attention on technique implementation 
process. So that, all steps of story with ten 
pictures game technique could be implemented 
well in teaching learning process. (6) The 
example of storytelling video which is given to 
the students should be familiar or authentic. It 
helps them in understanding the steps. (7) 
Teacher needs appreciate students’ work by 
patching the arranged pictures on the wall of 
the class or bulletin board of school. This 
simple action could motivate and make them 
feel appreciated of the work they have done. 
In conclusion, in the implementation of 
story with ten pictures game, teacher should 
give the students time to share their difficulties 
or feelings related to the classroom activity as 
inputs to the teacher to do better in the future. 
The researcher hopes teacher who would 
implement this technique can modify it with 
various content and upgrade it depending on 
the curriculum applied in the school, student’s 
needs, students’ level of knowledge   and the 
class situation.    
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